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CARTRIDGE INSTRUCTIONS 
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Rescue in Gargamel's™ Castle 

* For one or two players » Selecl from four skill levels 



Features TV's delightful Smurfs’* 
rescue game. 


in Bn adventurous 





















GAME DESCRIPTION 



In Coleco'5 SMURF™ RESCUE IN GARGAMEL'S” CASTLE, 
treacherous Gargamel 1 " has captured 3rtiurfett<s ,u and has 
trapped her in his lab. To free her, nimble-footed Smurf" 111 m ust 
run, |ump arid duck his way through dangerous woods, fields 
and cavern Dodge (he spooky hawks, bats and spiders sent 
by Gargamel™. Can you rescue Smurfelte lu and save the 
day? 
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GETTING READY TO PLAY 



SLOT 


CHANNEL 

SELECT 


PLAYER 7 
CONTROLLER 


GAME 

CARTRIDGE 


PLAYER 1 

controller 


CONSOLE 


POWER 

SUPPLY 


TV SET 


GAME 

CABLE 


Wake sure the COLECOVISION M consols is connected to 
TV Make sure power supply is plugged into console Then 
plug power supply into a 110/120 veil AC outlet 

■ TV should be on and tuned to same channel as the Channel 
Select switch on the console 

* To play one-player SMURF™ RESCUE IN CAR GAM EL'S" 1,1 
CASTLE, use Iho controller In Port 1 (the rear Jack). To play 
the Iwo-player gatne. use both controllers. 

- ALWAYS MAKE SURE COLECOVISIOM * * UNIT IS OFF 
BEFORE INSERTING OR REMOVING A CARTRIDGE. Turn 
Ofl/On switch to On alter cartridge is inserted. 


a 






































USING YOUR CONTROLLERS 



CONTROL 

STICK 


KEYPAD 


Mf For a one-pi aye r game, use the controller in Port 1 
For a two-player game. Player 1 uses the control lei plugged 
into Pen 1. Player 2 uses the controller plugged Into Port 2 

Using the Keypad Buttons and Control Stick tor SMURF™ 
RESCUE IN GARGAMEL S™ CASTLE 

5 v id: Keypad Buttons t-B allow you to select a Game 
Option before beginning to play. Pressing Rafter a game 
allows you to replay the same Game Option; pressing w 
after a game allows you to return to the Game Option 
screen, 

< □Oil I Use the Control Stick to make Smurf™ run, 

duck and jump. 

Running; 

Push the Conlrol Slick left or right 1o move SmurF M in [hat 
direction. 

Ducking; 

Push the Conlrol Stick down lo make Srnurl ,w duck. 

Jumping; 

Push the Control Slick up when Smurl™ stands still to 
make him jump in place Push it up again IMMEDIATELY 
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aller jumping to make SmurT s1 take a targe jump lor ward II 
you wait just a little bil longer, he makes a small jump 
forward. It he jumps while running, he makes a small jump 
— hut don't wail too long, or he will jump in place! 

NOTE] The Side Buttons are not used for COLECO'S 
SMURF™ RESCUE IN QARQAMEL'S™ CASTLE. 


HERE’S HOW TO PLAY 


NOTE] If you are playing a two-player game, players take 
turns Player i begins, ant) each turn lasts until the player’s 
next Smurf™ falls 

The choice is yours. 

Press the Reset Button. The tille screen will appear on your 
TV. Wait tor the Game Option screen to appear tt contains a 
list of game play options, numbered 1-0 Select one by press¬ 
ing the corresponding number button on either controller 
keypad, 

Game Options 1 and 5 are easy versions especially designed 
for beginners and very young children There are no attack¬ 
ing creatures and you don't have to worry aboul keeping 
Smurfs L ' energy level up. When you get better iry one of the 
harder games (Game Options 2, 3, 4, 6. 7 Of S) 


SMURFETTE™ HAS BEEN CAPTURED!!! 

Alter you select a Game Option. Smurf™ appears Smur- 
ielte' t ’ has been captured and is trapped in GargameTs 1M 
castle. To save hen off you go to Gargamel's' 1 ^ castle, far. 
faraway to the right. 
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Move Smurf 1 ' I h rough lie Ids, woods arid cavern to get to I he 
spooky castle. 


SMURF" 1 ' AT HOME 





PLAYER 1 


Hawks, spid&rs and bats! 

Scary hawks, spiders and bats, trained by evil <3 a rg a mol™, try 
to slop SmLiif m from gel ting to Smut Idle''". When l hose 
creatures appear, Smurf 71 ' must duck, jump or run away lo 
avoid them 


The ups and downs of the Journey* 

Smurfs nimble feet musl take him past all sorlsot dangers, 
such as fences, bluffs, mounds, spiky grasses and sharp 
st a lag miles {in the cavern). Learn to lake just the right size 
jumps {big or small) In make il pasl all cl thorn 

While Smurf 1 "' is traveling toward the castle, you gel points 
when he lumps over any obstacle. But make sure you reach 














(he landing positions. If you (all £hort, you do not ge( any 
points. 

TM 

If Smurf is running back toward the house, you gel no 
points for the lumps, arid you got no points unlit you reach 
new territory. 

Remember, il Smurf 1 M tails down after lumping or is knocked 
down by an attacking crealure,he is eliminated. Then,another 
Smurf IM must try to rescue Smurfetle 1 ". 

IN THE FIELDS: DANGER EVERYWHERE! 
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PLAYER i 
ENERGY 
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Keep Smurf's™ energy up! 

YVfctch the Energy Level Indicator on your screen. If shows 
you that Smurfs sometimes gets tired and discouraged as he 
travels. But whenever Srnurl™ enters a new kmcJ of country¬ 
side (held. woods or cavern) or when he enters the castle, he 
starts feeling better and his energy Level goes right back up to 
the top! 
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Keep m mind lhai Smurl s' M energy comes bacJ< up only when 
he comes to NEW land, not when he travels Over the same old 
ground again. Arid the lasler he moves toward the castle and 
Smurfette"", the better he teds and the more Energy Bonus 
points YOU got! If Sm ur I ry runs out ot energy, he gets to p tired 
and falls. 

Smurfing™ Smurfelte™ free! 

Finally, Smurf 1u reaches Gargamol's™. castle. Bui what an 
awful place it is! Spiders lurk in the gloom, them leap duI at 
Smurl™. Can you help Smurf™ save Smurfotle lM from this 
Creepy castle? Try to jump op and set her tree! 


INSIDE GARGAMEL'S" CASTLE 



Game End and Starting Again 

The cjFimfl ends when all your Smurfs™ ha*e fallen. At Ihfit 
time, the screen displays your final score 
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To replay (he same Game Oplion that you have been playing, 
preset - Or you can go back lo the Game Option screen by 
pressing 

NOTE The Reset Button on the console "clears" She com¬ 
puter. it can be used to start a new game and can also be 
used in the event of game malltinotion 


SCORING 


Smurf 7 * Action 

Points Scored 

Jumping fences (woods) 

20G 

Jumping mounds, bluffs 
and spiky grasses (f ields) 

£00-300 

Jumping stalagmites (cavern) 

200*300 

Jumping onto the skull (castle) 

300 

Rescuing Smurfette™ 

10.000 


Each time Smurf' v leaves a new section oi countryside, you 
score Energy Bonus points, Tha faster Smurf™ finishes the 
section of countryside, the more points you gelt 

You gel five Smurfs™ per game. 


THE FUN OF DISCOVERY 


This instruction booklet will provide Ihe basic information you 
need to gel started playing SMURF™ RESCUE IN GARGA- 
MEL’S™ CASTLE, but it is only the beginning I You'll find thal 
this cartridge is full of special features to make SMURF T “ 
RESCUE IN GARGA MEL’S™ CASTLE exciting every time you 
play. Experiment with different techniques - and enjoy 
lhe game. 













90-DAY LIMITED WARRANTY 


Coleco warrants to Iha original conBiimer purchaser in 
the United States of any video game cartridge it manufac¬ 
tures. that the Cartridge will be Iree of delects in material or 
workmanship for 90 days from the date of purchase under 
normal In-house use 

II your cartridge lolls to operate properly DURING THE 
FIRST 90 DAYS AFTER PURCHASE, return it postage prepaid 
and insured, with your name, address, proof of the date of 
purchase and a brief description of the problem, to the Fac¬ 
tory Service Station as listed. If your cartridge is round to he 
factory defective during the first 90 days, ■! will be repaired or 
replaced at no cost to you. II the cartridge is found to have 
been consumer damaged or abused it therefore will not be 
covered by the warranty, (hen you will be advised in advance 
nf repair costs. 

C bleep's sole and exclusive liability for data oik in male- 
rial and workmanship shall be limited lo repair or replacement 
al its authorized Coleco Service Station, and Coleco shell in 
no event be liable for incidental, consequential contingent or 
any other damages, (some states do not allow the exclusion 
or limitation of incidental or consequential damages, so the 
above limitation or exclusion may not apply to you). This war- 
ranty does not obligate Coleco to bear the cost of transpor¬ 
tation charges inconneclion with the repair or replacement of 
detective parts. 

This warranty is invalid if the da mage or defect is caused 
by accident, act of God. consumer abuse, unauthorized 
alteration or repair, vandalism or misuse. 

This warranty is made in lieu of any other express war¬ 
ranty, and excepl for Ihe foregoing warranty which is exclu- 
sive, there is no other express warranty being made. 




This warranty gives you specific legal righls, and you 
may have other rights which vary from slate 1o slate. 

Please read the Owner's Manual carefully before using 
the product, If a malfunction occurs, please refer to the trou¬ 
ble-shooting checklist in the Owner's Manual for your video 
system. If you cannot carreel the malfunction alter consulting 
the trouble-shooting checklist please call the Factory Ser¬ 
vice Station listed In your video syslem manual. 

CARTRIDGE SERVICE POLICY 

1 f you r cart ridge re q uire s service af te r ex p irati on ol th a 90 
day Limited Warranty period, Coieco will service the car¬ 
tridge and pul it in working condition or replace it with a 
reconditioned unil (al our option), on receipt of your car- 
Iridge, postage prepaid and insured, with your check in Hie 
amount ol $10.00 payable to Coieco Industries, luc. 

For service information regarding your Coieco cartridge call 
1 -900-842-1225. This service station Is in operallgn from 
6:00 a.m, to 4:30 p.m., Eastern time, Monday thru Friday, 

Coleco's service obligation does noi apply to defects 
arising from abuse, misuse or alteration of the cartridge if 
(he cartridge is found to have been consumer damaged pr 
abused it therefore will not be covered by the warranty, then 
you will be advised in advance ol repair costs 

Please allow 4-6 weeks for repair and return. 

All returns must be directed lo: 

Co loco Industries, Inc. 

Consumer Electronics Department 
P r O, Box 47 

Amsterdam,. New York 12016 
Attention: Consumer Quality Manager 
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Smurf “ 5iriurfeti:e r “ and Gargamel™ are itte trademarks 
of Peyo, © 1 & 82 . 

Licensed by Wallace Berrle & Go., Wan Niuys, CA, 

Package, Program and Audiovisual »> 1982 Coleco Indus- 
tries, Inc. 

Amsterdam, New Tfork 12Q10 



Printed in U.S, A. 






